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INTRODUCTION 


Life in the small Lake Shore Kingdom was calm and happy, until its monarch died 
during the hunt for the giant, water reptile, which terrorized the local residents. In an 
unfortunate turn of events, the Royal Blade, a symbol of power, which has been passed 
from generation to generation, got stuck in the monster’s body. Without the sword, the 
monarch’s successor, their younger sibling, cannot take over the throne. The Kingdom is 
looking for adventurers willing to retrieve the Royal Blade (and preferably kill the beast 
while they are at it). Heroes who successfully accomplish this feat will be officially knighted 
and showered with gold. 


DRAMATIS PERSONAE 


The gender of all the non-playable characters described in this section doesn’t affect the 
plot of the adventure and can be freely adjusted by the GM. 


The Monarch 

Kind-hearted and strong, but not very wise. In their rule they mostly depended on the in- 
tellect of their Advisor. They’ve always dreamt of being a famous hero and that’s why they 
decided to go after the water reptile alone. 

Optional: As the GM, you can decide that the monarch’s body was never found, and the 
poor thing was swallowed whole and is now stuck alive in the beast’s stomach. 


The younger sibling of the Monarch 

Ambitious and jealous, encouraged the Monarch to go and fight the beast, hoping that it 
will give them a chance to pick up the Royal Blade after the fight and take over the throne. 
They poisoned the Monarch to ensure their death in the battle with the water reptile. 


How can the players discover the sibling’s plot? 

1. Someone has seen the younger sibling visiting the hut of the Witch/Warlock, 
who is known to prepare various magical potions. 

2. Someone has heard the younger sibling instructing a servant to add “the potion of 
might” to the Monarch’s supper. 

3. Someone has noticed that the Monarch looked unusually pale the day before leav- 
ing to fight the monster. 

4. Someone has heard the younger sibling talking in their sleep about taking over 
the throne soon. 

5. Someone has seen the younger sibling loitering around the kitchen during the 
preparation of the Monarch’s last supper. The sibling never visited the kitchen before. 

6. Someone has heard the younger sibling encouraging the Monarch to fight the 
monster alone, instead of enlisting the castle guard’s help. 


The Advisor 

Old and wise, loyal to the royal family. They have sent out the message seeking adventur- 
ers’ help. They uphold the royal law and are the only one who can perform the ceremony of 
crowning a new monarch. They are also the one who advised the King to exile the 
Witch/Warlock from the town. 


The townsfolk 

Simple people. They are poor and desperate in the face of the danger which is the water 
reptile, Most of them make their living out of fishing and other jobs directly linked to the 
lake in which the beast currently prowls. Many of them have turned to the Witch/War- 


lock for help and as per their advice began worshiping the water reptile. They have even 
built and altar for the beast and began leaving offerings there. 


The Witch/Warlock 

They live in a hut, at the distant, swampy shore of the lake. They moved there after getting 
exiled by the Monarch, who forbid them from doing any business in town. They are 
skilled in brewing potions of various effects and possess unnatural abilities. The extent of 
their magical abilities is unknown to the citizens of the kingdom. 


What is the Witch’s/Warlock/s involvement in the plot? 


1. 


They lured the reptile to the lake to exact revenge on the Monarch, but have lost 
control over the beast. 


. The reptile is fully under their control. They are using it to extort tribute from the 


townsfolk (the reptile brings them the offerings left on the altar). 


. They have sold a potion of weakness to the younger sibling, but were unaware of 


the plot. 


. The monarch’s younger sibling is under their spell and poisoned the Monarch 


on the Witch’s/Warlock’s order. They want to sit on the throne. 


. They actually have good intentions and want to get rid of the reptile, but need one 


of the monsters’ teeth to do so. 


. The reptile is the result of a curse cast by them upon the kingdom. The Witch/ 


Warlock will lift the cures on the condition, that the Advisor is exiled from the 
castle and they take their place. 


LOCATIONS 


The castle 
A majestic stone building with many soaring towers. You can meet the younger sibling 
and the advisor there. 


The town 
A cluster of several dozen buildings, most of the low and made of stone. The inhabitants 
seem sad and scared. Many of them are loitering around in the streets as they cannot work 
on the lake. 


The lake 

The water has a greenish color, and it’s too murky to see what hides under the surface. 
Many species of fish live in it, and you can gather clay near the shores, which is very good 
for potters. On one of the shores there is the city, a small harbor and the alter build in 
honor of the water reptile. On the other side of the lake there are swamps and the 
Witch’s/Warlock’s hut. The water reptile moves unseen under the water surface, cre- 
ating visible waves from time to time. The beast jumps out to the surface and attacks as 
soon as someone gets close. 


The altar 

A large oval platform build from stones on the shore of the lake, decorated with water cane 
garlands. There are small offerings left on it by the townsfolk (dishes with food, simple 
jewelry, pieces of clothing). The reptile visits it after sunset. 


Witch’s/Warlock’s hut 

A small building, made out of sticks and other pieces of plants. There is a fire pit with a 
large cauldron in the middle of it. There are bunches of herbs lying around, as well as dirty 
dishes and piles of rags, which until recently might have been used as clothes. The 
Witch/Warlock seem to never sleep and can always be found either stirring the contents 
of the cauldron or bustling around the swamp in sight of the hut. 


